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How to Load

These programs require 32K RAM memory, an ATARI 810 Disk
Drive, and the ATARI BASIC Language Cartridge. First,
insert the ATARI BASIC Language Cartridge in the (Lefft
Cartridge) slot of your computer. To load and run the disk,
turn on your disk drive. When the busy I|ight goes off,
insert the disk. Power up your computer and turn on your
video screen. When the MENU appears, select the utility you
want. Later, after you are familiar with the Utilities, take
the ones you need and copy them to your own disks.

MENU
HOW TO USE MENU:

The MENU program was designed to provide a screen
display of disk files and run BASIC programs. MENU will
work with either ATARI DOS 1 or DOS 2.0S and RUN BASIC
programs that are In SAVED or tokenized format.

MENU will automatically LOAD and RUN when your Tricky
Tutorial diskette has been used to "BOOT UP" your ATARI
computer. Any time you want to have MENU run first on your
disks, just use the COPY function from the DOS menu to put
Menu and AUTORUN.SYS from this disk onto yours.

Booting up means that when a disk has MENU on i+, and an
AUTORUN.SYS that calls Menu, Menu is run by just turning on
your ATARI| 810 disk drive (and other peripheral equipment,
If any: printer, interface, TV, etftc). Insert the diskette
into Drive #1 and shut the door. Make sure your ATARI| BASIC
cartridge is Iinstalled, then just turn on the computer.



ATARI's DOS 2.0S will load It's File Management
Software, fthen look for an AUTORUN.SYS file. Since your
diskette does contain an AUTORUN.SYS file, DOS will LOAD and
execute the instructions in this short program. This
particular AUTORUN.SYS tells the computer to say "HELLO",
then RUN a program called INTRO. |[INTRO displays our cover
message and runs the MENU program. A sequence of programs

that RUN other programs is called CHAINING. More on that
later.

MENU begins by reading what Is called the Disk

Directory File. This file contains a list of every file on
a diskette. As MENU reads this information, it will count
the number of files read, and display the current count on
the screen. Once all files have been read, the screen will

also display the number of FREE or avalilable sectors left on
the disk.

At this point there will be a brief delay as MENU does
some internal calculating. Once this step has been
completed, The authors name will be replaced by the words,

"PRESS START". When the START key is pressed, the screen
will appear as follows:

SELECT OPTION

PRESS START

Note that the words, "PRESS START"™ and "RUN BASIC
PROGRAM" are in WHITE. Throughout this program, the
currently selected option will always appear in WHITE. This
will indicate what the computer will do if you PRESS START.

The OPTION and SELECT keys are interchangable. They
are used to SELECT the OPTION you desire. Press one of
these keys now then release it. Note that there were two
sounds. One was heard as you pressed the key and the other
as you released it. The program acted upon your request as
you released the key. Note that the words, "RUN BASIC
PROGRAM" are no longer white but "DISPLAY DIRECTORY" has
changed to white. Now press OPTION or SELECT agalin. Once

you released that key, the screen returned to it's original
colors.



Now that you understand what Menu is, let's see how easy
It makes choosing programs on your disks. Press SELECT (or
OPTION) so that DISPLAY DIRECTORY is white, then press the
START key.

You have told MENU to display all files on the
diskette. The screen is set up to display 9 files. |f more
than 9 files are on the disk, they will be displayed, up to
9 at a time, each time you PRESS START. Once all flles have
been displayed, you will be returned to your original two
choices. Again, RUN BASIC PROGRAM will appear In white.

PRESS START and a new screen will appear. Note that

there are now options numbered 1 thru 9. Only numbers 4
thru 9 are BASIC programs. Number 1 Is CONTINUE. This
would be selected to do just that, continue. In other
words, you would be saying, "I don't want to return to BASIC
(#2), or call DOS (#3), or run any of the programs numbered
4 thru 9.

If you just wanted to use BASIC for working on a
program, you would select number 2. If you wanted fto use
DOS, you would select number 3. |f you wanted to RUN one of
the programs numbered 4 thru 9, you would select It's
number .

You may select a number by pressing the OPTION or
SELECT key until the desired option appears in white. Note
that here, you do not have to release the button for fthe
option to change. Try it. Just hold down the OPTION key.
One by one, each option will turn white. When you're done
fooling around, leave the screen so that CONTINUE is white.
Now press the START key.

If there are additional programs to display, a new

batch of options will appear. In each case, the first three
will remain the same, and up to 6 new options (BASIC
programs) will appear. When the last program has been

displayed, and the CONTINUE option is selected, MENU will
redisplay the first 6 BASIC programs.

| said there were two methods of selection. The other
Is pressing the number key of the desired option. There Iis
no need to press RETURN or START when a number key is used.
As soon as a valld key Is pressed, MENU will respond
accordingly.



Remember that when you displayed the DISK DIRECTORY,
you saw flles such as DUP.SYS and AUTORUN.SYS? But when you
used the RUN BASIC PROGRAM option, these flles were not
displayed. That Is because this MENU program assumes that
If a filename has any extention, (such as .SYS), It Is not a
BASIC program. Conversely, when no extention Is found, MENU
assumes the file to be a BASIC program In SAVEd format.

You may use MENU on all your standard ATARI diskettes
for convenient directory displays and BASIC program

selection. You will just have to remember to use fllename
extentlions In all NONBASIC program names. You will also
find that if you use an extention, that filename will NOT
appear In your BASIC program selectlon, even though It might
be a BASIC program. In other words, DO NOT use extentions
such as .BAS to indicate a BASIC program. We will discuss

standards for fllenames and extensions a bit later on.

/




FORMAT1 - A Disk Formating Aid
HOW TO USE FORMATI1:
Why have a BASIC program to format disks when DOS does
the same thing?Well, a Professor's |ife is very busy with

all these TRICKY TUTORIALS to write. When | get a chance to
nap, | DO IT!
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So anyway, while | was laying around, er, | mean
working, one day, | realized that when DOS is used to format
diskettes, the user must type 6 keys before the formatting
begins. With FORMAT1, all you have to do is insert the disk
and press the START button.

BIG DEAL! To format one disk, using FORMAT1 saves 5
keystrokes. If you just bought a box of 10, you save 50
keystrokes. |f you format disks in even larger quantities,
and have two drives, you could remove the PRESS START
prompt, make minor modifications to allow you to flip floppy
between the two drives, with no keys to press at all!




DISKLIST

HOW TO USE DISKLIST

The DISKLIST program reads the disk directory file from
any ATARI| diskette and generates a disk jacket label on any
compatable 40 or 80 column printer. This label will contain
a heading, the names of each file on the diskette, and the

number of free blocks or sectors.

You may use plain white paper, then cut out the I|isting
and attach it to the protective outer jacket using rubber
cement or scotch tape. This will help you to identify your

diskettes at a glance. It is recommended that these labels
be used only for diskettes which are nearly full. Naturally,
if the contents of your diskette changes, the label would

have to be reprinted.

When you RUN this program, you will be prompted to
insert the appropriate diskette, then enter the drive number
you are using.

You may enter a heading for your label. You may enter up

to 40 characters of descriptive information, or just press
RETURN to bypass this option.

Once this has been done, the program will read your
diskette and print your label. You will then have the option
to return to the MENU program by pressing the OPTION button,
or rerunning DISKLIST by pressing the START button.

Here's a example of output from DISKLIST:

TRICEY TUTORIAL #7 RBY JERRY WHITE

FILE EXT SEC FILE EXT SEC
* DOGB G8YS 039 % DU BYS 042
¥ AUTORUN 8YS 002 % MENU Q43
¥ FILES Q39 X% INTRO QO
¥ FORMATIL 014 % AUTOROOT 019
¥ INSFECT 042 x DISKLIST 0RO

FREE BLOCKS AVATLABLE.




HOW IT WAS WRITTEN:

The program itself is short and stright forward. It
simply opens the disk directory to read all files using wild
cards. For example, if you specified disk drive number 2,
the directory file would be opened as follows:

OPEN #1,6,0,"D2¢% %W

The data between quotes is stored in the string F$. As
each record is read, it is checked to see if it's length is
less than 5, or if positions 5 thru 8 contain the letters,
"FREE". |f the diskette is in DOS 2 format, the last record
will contain the word "FREE". |f the diskette is in DOS 1
format, the last record will contain only fthe number of free
sectors. The length of that number will be less than 5, and
DISKLIST will know we have reached the end of the directory
file.

[OCB (Input Output Control Block) #2 is used for your
printer. Directory data is read into the string A$, and
printed using a ? or PRINT #2 command.

The resulting printed material will usually fit quite
nicely on the disk jacket unless you have a large number of
tfiles on your diskette.




AUTOBOOT

HOW TO CREATE AN AUTORUN.SYS FILE

When an ATARI| computer 1Is turned on, the Operating
System (0.S.) performs many initiallization tasks. One of
these tasks Is to find out If a disk drive Is avallable. | f
so, It looks for Instructions by reading the first sector on
whatever diskette it finds on drive one.

Using your Tutorial diskette as an example, the first 3
sectors (boot sectors) are read. Then the flile called
DOS.SYS Is read and the 0.S. sets up ATARI's F.M.S. or Flle
Management System. Once this has been done, DOS looks to
see If a file named. AUTORUN.SYS Is on the diskette. | f
not, control of the computer is turned over to a cartridge,
In this case, ATARI| BASIC.

AUTORLIN . S¥5 CREATE PROGRAM FOR BAST
DDS UERSTON 2 R

LUPDATED 3/25/82 by .Jerry White
BOOT INTERFACE (Y or H)?N

ENTER COMMANDS |

ZRUND : MENU"

OPENING D1:AUTORLUN.SYS

CREATING D1:AUTORLN.SYS

CLOSING D1:AUTORLN.SYS

READY
|

If the diskette contalns an AUTORUN.SYS file, the system
will execute the instructions It receives as a result of
reading this flle (these instructions may be as simple as
RUN"D:MYPROG", or more detailed If you need). Assembler
Instructions may be executed Immediately as each Instruction

is read. BASIC instructions will be executed after the
entire AUTORUN.SYS file has been read. See your DOS 2
Manual or De Re ATARI| 1f you desire further technical

Information.



The AUTORUN.SYS flle is a handy little tool which may be
used to automatically perform user specified instructions
such as RUN a program. The AUTORUN.SYS file on this
EDUCATIONAL SOFTWARE dliskette tells your computer to set the
foreground color so that It equals the background color
immediately. Why? This was done to prevent the READY
prompt from appearing in the upper right corner of the
screen. Why? It is my humble opinion that the READY prompt
should tell the user that the system is READY to use. I'n
this case, it would not be tfrue.

On this disk, the AUTORUN instruction is RUN"D:INTRO".
Our obedient computer will look for and hopefully find a
program named INTRO, then LOAD and RUN 1+t. The INTRO
program simply displays Introductory information, tells you
that the MENU program Is being LOADed, and RUNs [t for us.
This could be describd as CHAINING programs. DOS calls
AUTORUN.SYS, AUTORUN.SYS calls INTRO, and INTRO calls MENU.
For your programs, you may want to create an AUTORUN.SYS on
disks holding your favorite games or business programs.
AUTORUN.SYS will automatically run them. What to do If you
have several games on a disk?--use MENU and AUTORUN.SYS.

The AUTOBOOT program may be used to create your own
AUTORUN.SYS file on any DOS version 2 diskette. DO NOT RUN
AUTOBOOT until you have made a backup copy of your
EDUCATIONAL SOFTWARE diskette. The AUTORUN.SYS file on this
disk Is locked to prevent accidentally writing over It.

As an example of using the AUTOBOOT program, let us
assume you have decided to use my handy Iittle MENU program
and would |ike to have MENU RUN automatically, bypassing the
INTRO program. O.K. You would begin by using DOS to FORMAT
a blank diskette. Once formatted, use DOS option H fto write
DOS files. Be sure to use DOS 2.0S. When in doubt, simply
BOOT or reboot your computer using our diskette (which has
DOS 2.0S on it), then load DOS from the MENU program, (see
MENU Instructions). Now use DOS option O to DUPLICATE the
MENU program.

If all went well, you should now have three files on the
new diskette. Check this by using DOS option A to display
the Disk Directory. Type a capital A, then press RETURN
twice. The first time you press RETURN is to enter the A

option. The second time is to bypass all options of the
Disk Directory feature. This tells DOS to simply display
all files found in the Disk Directory file onto the screen.

There should be three; D0OS.SYS, DUP.SYS, and MENU. The
number to the right of the filenames are the number of disk
sectors occupied by that file. The last line tells you the
number of FREE or unused sectors.



Now fto create our AUTORUN.SYS file. Before we can RUN
the AUTOBOOT program, we must exit from DOS. To do this,
type B and press RETURN., Since the BASIC Cartridge Is 1In
place, you will now see the familiar READY prompt. Put your
TRICKY TUTORIAL diskette back into drive one, type
RUN"D:AUTOBOOT", and press RETURN.

Before you go any further, remove the TUTORIAL diskette

and insert the one on which we will write our new
AUTORUN.SYS file. The first prompt will ask you if you wish
to BOOT INTERFACE (Y or N). If you will be needing the

serial ports of ATARI's 850 Interface Module, respond Y. |If
you don't need them, or if you don't have one, respond N.
There Is no need to press RETURN.

At this point we can enter whatever BASIC commands we
want to have executed by AUTORUN.SYS. You can only type 1In
one |line of BASIC commands, so use colons and keep the total
length to 3 Iines on the screen (133 characters, as in your
BASIC Manual, see last page). The AUTOBOOT program will
automatically generate code to set the background and
foreground colors equal (eliminating the READY prompt). By

the way, the prompt will be on the screen, you just won't
see It. | mention this to point out that if you were going
to use a PRINT command, you will want the text fto show up on

the screen. For this reason you should begin your AUTORUN
instructions with a GRAPHICS command to set the colors back
to normal. To keep this example simple, just type
RUN"D:MENU" and press RETURN.

As the AUTOBOOT program RUNs, i+ will tell you what It
is doing. It will OPEN, WRITE, then CLOSE a file named
AUTORUN.SYS. Upon completion, AUTOBOOT will simply END.

All you need to do to see your AUTORUN.SYS file do it's
thing is shut off the computer, then turn it back on again.
The computer will do the BASIC statement you gave it.

Some people say that frequently turning electronic
devices off and on is not good to do, since it wears out
components., To avoid this and still test your AUTORUN.SYS
file, just type POKE 580,1 and press RETURN, then press
SYSTEM RESET. This will cause a cold start, similar to
turning off and then on again.

You may enter a series of unnumbered BASIC commands into
the AUTOBOOT program. They must be separated by a colon and

not exceed three |lines on the screen. You might wish to
display a message, reset margins, or simply create a disk
that will automatically call DOS.

=1 10=



If no BASIC Cartridge is found, DOS will load and
display it's own MENU of options, ignoring the AUTORUN.SYS
file. To automatically use DOS options with the BASIC
Cartridge installed, use AUTOBOOT and simply enter the
command DOS.

The AUTOBOOT program provides a method of automating

tasks that might otherwise have to be done manually. lsn't
automation wonderful?

INSPECT

HOW TO USE INSPECT
RUN the INSPECT program. The options display identifies

the program by it's full name, "DISK INSPECTOR", and
provides four options. When entering an option number, there

Is no need to press the RETURN key.

/

I'd

i= EHAMINE DIRECTORY
2= EHAMINE SECTOR

o o 3= EXAMINE FILE
4= RUN MENU
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1 - EXAMINE DIRECTORY

Let's begin by typing the number 1 fto examine the

directory file of this diskette. The screen should now
display:
S FN FILE EXT SSEC NSEC
L 0 DOS SYS 4 39
L 1 DUP SYS 43 42
L 2 AUTORUN SYS 85 2
L 3 MENU 87 43
L 4 FILES 130 39
L 5 INTRO 169 5
L 6 FORMATI1 174 14
L 7 AUTOBOOT 188 21
L 8 INSPECT 209 42
L 9 DISKLIST 251 20
L 10 RPMTEST 271 14
The first column provides the Status of each file. I'n
this case, each file shows the status L. The L indicates
that the file is locked. If the file were unlocked and
avallable, the status would be blank. If a file was

Deleted, the status would be indicated as the letter D.

The second column shows the File Number. The first file
number is zero. The maximum number of files that may be
stored on a given diskette is 64. If the directory were
completely full, the last file number would be 63.

Following the file number is the filename and extention
if any. Note that the "." between filename and extention is
NOT displayed.

Finally we have two columns of decimal numbers. The
first is "SSEC" (the starting sector) and the second is
"NSEC" (number of sectors). Note that our first file,
DOS.SYS, begins at sector 4 and occupies 39 sectors. The
first 3 sectors on the disk are reserved as BOOT sectors.

At the bottom of the screen is the message, "PRESS ANY
KEY FOR OPTIONS". Do this and you will return to our
original four options.

-12-



2 - EXAMINE SECTOR

This time type the number 2 to EXAMINE SECTOR. The
program will then ask us to "TYPE SECTOR NUMBER RETURN?".
Let's examine the first sector of the AUTORUN.SYS file.
Type the number 85 then press RETURN. The program will then
ask us to TYPE 1 FOR CHARACTER OR 2 FOR HEXDUMP. Type the
number 2 (NO DEPOSIT, NO RETURN).

Each sector consists of 128 bytes. Note that the first
two bytes of the AUTORUN.SYS file are FF (decimal 255).
This Indicates that the file Is in machine language or what
Is also known as Object Code. Once again, press any key, to
return to our options display.

Now let's examine sector 87 which is the beginning of
our MENU program. Note that the first 3 bytes are 00.
This indicates a BASIC program in SAVEd format.

Return to the options display and have another look at
sector 87, but this time specify 1 for character format.
Note that the first three bytes are hearts. The heart
character Is ATASCI| character 0.

3 - EXAMINE FILE

Get back to the options display and type the number 3 to
examine a flle. The program will then ask us to ENTER
FILENAME? Type MENU then RETURN. Once again we see the
beginning of the MENU program but in a somewhat different
screen layout. Here we begin with byte 1 instead of 0, just
to say that this Is the first byte of the MENU program. For
each byte, the Decimal and Hex Values are displayed along
with the ATASCI| character representation.

At the bottom of the screen you will see,
"OPTION=0PTIONS START=CONTINUE". To continue looking into
the MENU program, (20 bytes at a time), press the START
button. When you are ready to return fto our options
display, press the OPTION button.

4 - RETURN TO MENU

The fourth and final option is used to return to our
main MENU program.

= B



RPMTEST

If you suspect that you are experlencing problems caused
by your 810, this Iittle program might come In handy. It
will allow you to check the speed of your disk drives.

Before we go any further, I1'd ITke to thank the author
of this program, Bob Christiansen of Quality Software, for
his permission to include hls program Iin this package.
RPMTEST was orliginally published in the May 1982 lIssue of
COMPUTE! magazine. Although my version is slightly
different, the logic, and the machine language routine
remain the same. We cannot reprint the COMPUTE
documentation, nor do we wish to steal It by making minor
modifications.

RUN this program now. |f your drive is running at the
proper speed, your diskette should spin between 285 and 290
;éges per minute. The absolute perfect speed is said to be

The question that the program asks you Is: "Which drive
number do you want to test"? Before you answer, make sure a
formatted diskette is ready in the appropriate drive. Note
that this program will test by reading sector number one of
the diskette, 100 times. You can use any program disk
without fear of losing data or damage to the disk. Enter the
appropriate drive number from 1 thru 4, then press RETURN.

={ 4=



It will take about 22 seconds for the test. The speed

will then be displayed. If the speed Is within normal
IImits, the background color of the screen will change to
green, and a message will say, "DRIVE SPEED IS O.K.". K §
your drive speed is too fast or too slow, a message will be

displayed to that effect, and the background color of the
screen will be red.

At thils point, you may test agaln by pressing the START
key, or return to the MENU program by pressing the OPTION
key. |f you decide to return to the MENU program, make sure
our tutorial program diskette is ready In drive one before
you press the OPTION key.

When testing the speed of any drive, It Is important
that the diskette you use Is spinning freely. If you hear
any unusual sounds, the diskette might be rubbing against
it's jacket, causing the RPM speed to be slow. you may want
to ftfest the drive speed using several different disks.

It is also important to note that the speed of the 810
has been known to be about 3 RPM faster when it is cool,
than after it warms up. Since most of the time the drive
will be warm, it should be tested under those conditions.

If after running this test a few times, you find your
drive to be consistantly fast or slow, the speed should be
adjusted. You can do this yourself as described In the
COMPUTE article, or have an authorized repair center do it
for you. Note that if you decide to do It yourself, you
will be volding your warranty. The choice Is yours. | am
not describing the details here to protect the hundreds of
you who would do something wrong, thereby breaking their
drives. The speed Is adjusted Iinside the drive by turning a
small wheel on a "Pot", but many drives have this pot sealed
so that 1f you turn them too hard they break. My pals and |
found this out late one night In our labratory, and It took
days to get a replacement part!

If you find that the speed varies by more than 2 or 3
RPM from test to test, you have a problem that should
definately be brought to the attention of an authorized
service center.

0o
0o

0
:] o
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ATARI DISKFILES TUTORIAL

Many new computer owners are anxlous to learn how to
write useful programs for themselves. After reading the
literature packed with the machine, the new owner Is often
overwhelmed by the many technical aspects of using a
computer. Since you can not learn any programming language
overnight, a seemingly endless period of ftrial and error
usually follows. A new owner Is often seen burning the
midnight oll and arguing with a defenseless TV or monitor.

If he or she perseveres long enough, useful programs can
be written. The new programmer Is now ready for blgger and
better things.

Assuming that a disk drive Is avallable and our
"hacker"™ has had some experience with DOS and the loading
and saving of programs, he or she Is ready fto write some
kind of database program. Now don't be scared off by a big
word |ike "DATABASE". It just means you are going to save
some useful Iinformation on a disk for later use. Our
examples will be simple, but the methods will work just as
well for more complex data.

The data flle may consist of a simple |list of record
albums for a start. When you have gained experience, you
might want to try a Personal Finance System. |If you are at
the point In your programming career to want to keep
records, or think you might be In the near future, read on.

Start with something very simple. Don't ftry to write
that Financial Package yet. There Is a lot to learn first
about file structure and 1/0. |/0 stands for Input/Output.
Input Is data belng read by a program. Output Is data being
produced by a program. A flle consists of one or more
records, and a record Is an Item within a file. Records may
be broken down further into fields. We will be using simple
records contalning a single 10 character fleld as our
record, and create a sample 10 record dataflile.

WHAT THE HECK IS A DISK FILE?

A FILE Is a collection of related data. Files fall into
two major catagories; Program files, and Data files.

Each major sectlon within a file Is called a RECORD. In

a data file, each record may be divided Iinto a number of
FIELDS.

-16~-



For example, let's assume you had a data file of names
and telephone numbers. The name could be one fleld called
NAMES$, and the telephone number could be a field called
PHONES$. Using I0CB #1, these two fields could be written as
a record as follows:

PRINT #1;NAMES$,PHONES$

NAMES $+PHONE$=1 record. A flle conslists of one or more
records, and a record consists of one or more flelds.

The DISKFILE tutorilal program demonstrates many of the
common functions required in a simple database type program.
By using the program and studying the program code, you will
learn how datafiles may be handled in ATARI BASIC.

It Is Important to understand the terminology used here.
CREATE means just that. |In this case It means create from
scratch. Note that the create routine actually begins at
Iine 1000 and that |ine 1010 contalins an OPEN command. The

number 8 In that command means write only. If a file Is
opened using this variable, and a flle with the exact same
name Is found on your diskette, the old file will be deleted

automatically.

Using option two, a file Is read from disk and displayed
on the screen. This does not In any way alter the disk
flle.

Option three Is used to ADD data to an existing disk
file only. The term APPEND Is often used in this case. I'n
plain English, the term APPEND means, "add to the end of
this file."

Option four Is used to UPDATE the records of an exlisting

file. This means you will alter, fix, or change a record.
This procedure Is a bit more complicated than the others
since we will not know which record the user may choose to

update in advance. The technique used In this demo program
Is known as Random Access Updating. An index consisting of
SECTOR and BYTE locations is created and stored in an array.
This gives us the exact spot where each record begins.
Since we are using fixed length records of 20 characters
each, we can read a specific record into a string, change It
in the string, then rewrite the string onto the disk. This
becomes a real time saver when many records must be updated
in a large disk file.

=



Option five Is used to READ and display a specific file
called the DIRECTORY FILE. This DOS generated flile contalns
the table of contents of your diskette. This file is also
known as the VTOC or Volume Table Of Contents. For display
only, this routine does the same thing as DOS option A.

Although some error trapping has been bullft In, many
possible error conditlions are not corrected or fully
explained by this program. Error trapping and human
englineering account for a great deal of planning and program
code. This Is not a cop out on my part. The point here is
to provide an example of diskfile handling. Accounting for
all possible errors could easily double the size of the
program, making 1t more difficult to understand.

That's about It for now. | suggest you use my program
as Is, then experiment by makingminor changes and noteing the
results. When you're ready to write your own diskflile
handling program, feel free to use these routines.

HOW FILES WAS WRITTEN:

While the rest of this package was des]|
n gned to provide
you with utility programs and related information, Tg; FlLES

program Is not a utility. |t was designed to
to manipulate data files on disk. ¢ SR Pl Tek

You may be interested in usin i
g this information +
create your own data file handling program. The followln%
documentation will explain the various BASIC routines used

in FILES, so that you may alter and use them in your own
database programs.

I wrote FILES using meaningful variable and strin
names. Look at program lines 100 and 110. DRIVES$ will hold
the disk drive number in a format such as "D1:", FILES$ will
hold the filename you specify such as "TEST.DAT", and

DRIVEFILES will hold the combination of DRIV
such as "D1:TEST.DAT". Rkl
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For purposes of this tutorial, we will use very short
data records containing 10 characters and use RECORD$ to
store the current record. ANSWER$ will be used to store a
response from you, the user.

The arrays SECTOR and BYTE will be used to store the
location of each data record on the diskette. DIRECTORYS
will store the records we read from the disk directory file.

We setup our menu screen display starting at Iline 120
and ending at line 210. At the end of line 210, we go to a
subroutine which starts at line 7000. This subroutine will
be used whenever we need a single character response from
the user. Before the INPUT statement, we make sure anything
previously stored in ANSWER$ Is eliminated and POKE 764,255
to ignore any previously pressed key. |In this case, we are
waiting for the user to enter the desired option number.

When we return at line 220, we set a trap to Iine 800
which is an error message routine. Then we store the number
120 in the variable LINE, and the number 6 in the variable
HIGHNUMBER. The last thing we do in line 220 is put thes
numeric value of ANSWER$ into the variable NUMBER.

|f the user entered a letter instead of a number, BASIC
will glve us an error condition because we cannot take the
value of a letter. The trap to line 8000 will be activated
and the error message from that line will be displayed on
the screen. At line 8010, we go to the alarm and time delay
subroutine in Ilnes 9000 and 9010, then go back to whatever
line number Is stored in the variable LINE. In this case
that line number is 120.

|f the user did enter a number, Iine 230 checks to make
sure the number was not l|less than 1 or greater than 6, and
line 240 sends us to the Iine where the selected option
routine begins.

Let's go through each of the six routines beginning with

number one, which begins at line 1000. This routine creates
a sample data file consisting of ften records. Notice that
we reset the value of LINE to 6100. LINE will always hold

the line number that may be used later by a GOTO LINE
instruction.

Next we go to the subroutine beginning at Iine 7100. We
will be using this subroutine often, so study It carefully.
This routine gets the desired drive number from the user and
makes sure it is not less than 1 or greater than 4. Once a
valid drive number has been entered, it creates DRIVE$ as we

described earlier, and asks for a filename. This
information Is combined and winds up in the string
DRIVEFILES.
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RETURNing to line 1000, we set a trap to line 9100 In
case something goes wrong, clear the screen, and attempt to
OPEN the file as specifled In DRIVEFILES. We probably
didn't have to CLOSE #1 before the OPEN, but it was done

just In case that |0CB was left open. In any case, It never
hurts.

Notice the operand 8 used In the OPEN command. It is
most Important that you understand the functlion of this
number. |In this case It means we want to OPEN a file to
WRITE only. |f any other file on the diskette contains the
same filename, ATARI's file management system will delete
the old file to make room for the new one. It is therefore

Important to remember that the operand 8 should only be used
to create a NEW data file.

Each of the other possibilities for this operand are
demonstrated by this program. The number 4 is used if a
file Is tfo be OPENed to read only. 9 is used to APPEND data
to a file. APPEND means add ftfo the end of an existing flle.
12 Is used to READ or WRITE and Is used for updating an
existing file. 6 is used to OPEN the diskette's directory
file and read it. By studying the FILES program, you will
learn how each of these OPEN operands are used.

The data In our records will consist of ten characters
that do nothing but take up space, and show you that we
created a ten character record. The program writes ten
sample records by using a ? (PRINT) #1 command within a

FOR/NEXT loop. We should now have a ten record file to work
with, (big deal).

At the end of this routine, we GOTO 6100. This routine
closes all 10CBs, sets the print tab width fto 5, and
displays the message, "PRESS RETURN FOR OPTIONS". This was

done to give the user time to read what was displayed on the
screen before returning to our main options screen.

There Is very |little difference between the routine we
just used (lines 1000-1100) and the routine beginning at
line 2000. Option 2 allows us to read a file |ike the one

we just created. The difference is Iin the OPEN variable
being 4 instead of 8, (read Instead of write), and the lack
of the FOR/NEXT loop. Since we do not know In advance how
many records fto read, we just set a trap. When we get an

end of file error from BASIC, we know we read the whole
flle.

+ine beginning at Iline 3000 is somewhat more
compTgi.roaere we 8I|I agd to our data file. We OPEN using
+he #9 to APPEND, get record data from the keyboard, add
blanks if necessary to insure a record length of 10, and
provide an option for +he user fo add as many records as

desired.
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Option #4 is by far the most complex. This routine
begins at Iline 4000. Here we OPEN using the #12 +to
READ/WRITE, and update or change records in an existing data
file. First, we have to know the exact location of each
record on the diskette. We do this by reading the file and
storing the sector and byte location of each record in the
appropriately named arrays. The NOTE command in line 4030
stores our current position on the disk. We add 1 to our
record counter, then store our position in our arrays. Then
we input a record and display all available information on
the screen. Once we've read the entire file and we know
where each record can be found, we can change any number of
records without rereading the file again and again.

To update a record, we just ask the user for the record
number to be updated, and POINT to this record as

demonstrated in |ine 4300. The only restriction is that we
maintain our fixed record length of 10 positions per record.
When we PRINT our updated record on the disk, we will simply

be writing the new record where the old one used to be.
This process is called random access updating.

In your own programs, you can change the record length
to as much as 256 positions, and just modify this
demonstation program to store whatever information you
desire. |f you can stay within 80 characters per record,
and you'd |lke a collection of programs written specifically
to provide various types of data storage and retfrieval
functions along with sorting and printing capability, look
into SWIFTWARE's (Swifty Software's) FILEIT 2 package. I
can be used to print lists of most anything, address labels,
and financial reports. | wrote it with the home user and
small businessman in mind.

We still have one more option to describe in addition fo
#6 which Is used to automatically return us to the MENU
program. Option 5 reads the disk directory file, and
displays It on the screen. This tells us the names of each
program and data file on a given diskette along with the
number of sectors it occupies, and the number off FREE or
unused sectors we have left.

This routine, which begins at |ine 5000, is very simple.
The key is in the OPEN command. The D:*.,% specifies disk
drive 1, all files. It could also be D1:%,%¥, but drive one

is always assumed if the drive number Is not speciflied.
Those asterisks are called wild cards. ¥.,%¥ means all
letter/number combinations before and after the period or
filename.extention divider. The following are a few

-21-



possibilities that could be used to replace the *.%, and
what they would specify. See your DOS 2 reference manual
for further information.

*, =All filenames with no extentions.

*.8YS =All fllenames with the extention .SYS.

M¥*, =All filenames that begin with M and have no
extentions.

M*, * =All filenames that begin with the letter M.

The DISKLIST and MENU programs read this same file to
provide thelr disk jacket l|abel printing and automatic
program |loading features.

Hopefully, the FILES program |listing, this
documentation, and the pages that describe how to use this
program, combine fto provide you with everything you will
ever need to know about the handling of data files. As with
any form of programming, a |ittle effort and trial and error

on your part will be required to put this information into
practical use.

This concludes our tutorial on disk files. We hope you
find the utility programs to be useful, and learned

something about using your disk drive along the way. [If you
have any comments about this package, feel free to contact
the author at the address listed below.

Jerry White
18 Hickory Lane
Levittown, N.Y. 11756
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PROGRAM LISTINGS

MENU

16 REM [T CC3 1982 by Jerry MWhite [4/4/821
198 BEYLSELY # = *

128 FDR ME=QLi TOD LENMIBS) :XF BS (ME,MEI ="' ** THEN JHWSI(ME, ME)=""
WrGOoTD Lid40
138 JWN=ASCIBS (ME, MEX > 4128 : JMS UME , ME? =CHRS CJMW2
148 NEHT ME:RETUHRM
LS8 POKE LG, B4 POKE S3IV74, L0102 :POKE 716, 14:POKE 788, 31:PO0KE 7
G, AT7Z2P0OKE 7AAL,928:POKE 212,144 :RETURMN
166 TRaP L78:IMPUT BQL,PS:IF PSS, 083 (>""FREE'" THEN 268
17 POSITIECGHM Q2,06:7 Q6" TOTAL FILES=":POSYXTION Q2,.we8:7 na
H:PSIQL . 04) }"“FRIEE SECTORS" :?7 BQ6;LS:IF BP>06 THEN DBP=Q6:TBP
=BP
188 IF BP{=0RE6 THEN DBP=BP: TBP=BP
126 BPDS="HILNECTE6A5IC oos N S C ONT INLIEEGSIC
EBSELTQLIPN=QIIGOSUR L2
@8 POSETION Q6 , 4 0 HHeEs M E W WY POSETICOM 07, 7 T Bin
wu
219 POKE 5S40 ,60:FP0KE Q272,03
E2ZO XF PEEK Q2792 =06 THEMN RETURMW
2FT€@ XF PEEKC(S403>2S5 THEN POSITION G4,07:7 306 " HeCECECRETsRd""
GOTOe 228
246 POSTTIODNW 24,0277 BQ6 ;" e XFE PEEK S48 —Q3F THEN
Zz1e
Z2Ge GOoTo Z2a
EEE RTREFQL: POSTTLOM LS, 06 17 06 3 IS CRMEL?-16, RELPI =PS:IF PSS
L4, L3 ="0 ¢ THEN BPZBP+QL:BS(BP*QE—7, BPXHQ8r=PSLQ7, 182
276 GOoVOe L6e
288 KEYSPEEK L7642 1 POKE 764,285 TEMPZLSEL : LSEL=SEL :KEYSEL=Q1:
IF KEY=Z1i THEN SEL=QIL:6G0T0O 658
296 IF KEY=3I9B THEMN SEL=QRZ:G0TD 668
Toe IF 3 VTHEMN SEL=0Q7:G07T0 GV
TLe TF KEY THEM SEL=Q4:GOT0O I8
Fza XLF RKEW WIHE M =S EOTE SE
XXGOIFE ME'W TIHE L=06 s imamt JEa
Faa XF KEY THEM SEL=7:6G0T0 I8¢
THO AF KEYW FHEN SEL=Q8: G070 X889
368 XF KEV=4E THEMN SEL=2:60T0 IHa
I76 LSEL-TEMP: GOTO 520
T80 TRAP 43800 KEYSEL=-QL: FPZPN-DBRP ICP=SEL-Q7+FP:GO0TO 758
T8 GRAFHICS A7 :GE05WUE LS50 @7 #H0eE:Y 36 SGELECT OPTIOMN"::? %
Qg oz GG SR RO T s RETURN
486 GRAPHICS 18:6G050B ALSO:dP=ILBB:? HO6;LS:GODS5UB 410:60TO 440

A58 POSETION Q4,027 1206 ; EERNCTSHMO RG] : POSITION S, G4:7 206
PRV SEMEN TR 7 BMOE6 ;LS POSXTIDON Q3 ,168:7 HQ6;LS

426 POSIETIOMN 02, 7:7 @06 ;[N EVGEGEENERTL : POSTTION Q2,907

2O 6 ; CEFETTEE T RN R RIS TR RETURN

436G POSETIOW Q2,7:7 #06; MY EFENEIRTETRED : POSIVION @2, 9:72

e 6 ;TR R AR RE TR N

449 BUT=PEEK CQZ79) : IF BUT:=S OR BUT=07 THENM GOSUB 185S0:G0TO S
ae

456 XF BUT=0E6 THEN GDSUWE QZO0:GO0TO 476

460 GOVD 448

476 BUT=PEEK(Q279) :XF BUVT=06 THEM 470

480 GOSUB R2ZH:IF OP=LOG THEN GOSUB I98:GO0T0 S22

4960 GOTO &S0

SG6 IF OP=LE0 THEM OP=-200:G6G05UB 4360:GO0TO 440

516 OP=180:GOSUE 428 GOT0 449

SO LF BP0 THEM LL4

SO XF BPIO6 THEW DBRP=06: IBP=BP

H40 XF BP<=06H THEN DBP:B ¥ P 3

S50 SCEINTOBP /OB +01: SEL QL :PN=QF

S60 STPEEK(SE0I +PEEK (HGL1) XZS56+N4 : SM-PEEK (53 #PEEK CS+Q13 %256 : 4




HM-USR CADRIMCS) , SHM+60 , 3682
S78 FOR DIS=0QL TO O7:POSITION ©4,DIS5H02+02:7 HOAG6;DIS;:"= *‘;BP
DECDISHRE—~7 , DESHRE) : NEHT DIS:POSTTION Q4 ,04:7 BOG; FRS

SEHE8 FOR DIS=0D4 TO DEPHQRP i PM=PHAQL: POSTTIEOM 4, DT S02+02 7 e
B RIS = MBS (PHNMRE—7, PN®QEI tHMEKT DIS

S98 BUT=PEEK (2793 :IF BUT=06 THEN GOSUB Q2Z8:G0TO0 746

608 IF PEEK(7643 <> 255 THEM 286

610 IF BUT=07 OR BUT=S THEMN 6308

628 KEYSEL=QI:GOTO S596

GO LSELTSEL: SEL=SELFGL  TF
6468 IF SEL>Q7 THEKW 710

6568 IF SEL=Q1 THEM POSITION 04,04:7 #306;FE EDEECTTES: POSITI

OH 04,067 HOG; 2= BASTIC":POSTTION G4, 08:7 HR6;F= DOS*

666 IF SEL=02 THEHW POSITION (4,04:7 HE6:"1l= CONTINUE":POSITI
OM 04,06 : 7 06 ;B8 SHE  POSTTION Q4,087 HO6;"I= DOS*

678 IF SEL=07 THEM POSTTIOM Q4,04:7 HO6;"Ls CONTINUE“:POSETI

GH 04,06 :7 306 ;2= BASTC:POSTETION G4, 087 06 ; "KE IR

688 IF KEYSEL THEN &6

696 IF SEL=01 THEN FP=PHN-DBP:LP=LSEL-Q7+FP:CP=SEL-Q7+FP:GOTO
e

708 GOSUEB 1680:GOTO S96

718 FP=PN—DEPILP=LSEL-Q7+FP:CP=SEL~-0Q7+FP:XLIF SEL=04 THEN POSI
TION 04,08:7 HO6;"3I= DOSU:TCSEL=SZ+L28:GOTH 730

7Z6 POSITIOM 04,LSEL®Q2+02:7 IOE6;LSEL ;"= ““:EBESCLPX08—7,LP*%Q32
PTSEL=LSEL+49+128:TF SEL=QL THEN GOSUEB 1888:G0T0O 59

PES POSTTIOM 04, SEL®Q24+02 7 HO6: CHRS CLSELY ; “Fl ; JHS CopROs—7,
CHWOE : GOSUWE L6 GOTO0 590

748 BUT=PEEK Q2793 : TF BUT=06 THENM 74

758 IF SEL<O4 THEMN GOSUBE Q28:G0TO 866

768 DOLTS=""DL:": THAF L168:DOTTSCLENIDOTITS I 401 —BS (CPHOE—~7 , CF

QB tGRAPHICS 18:GOSUEB 156

PEe POSITIOM 06,0772 HO6 ;" CIE : FOR LDP=0L TO LEMIDOTTSI 1T
F DOXTS LD, LD ="  THEMN PO 5 GOTO 796

7EHEO MERT LD

P98 HH=1O-THTC(LD/702) :POSTTILON HH.S:? HOG:DOLTS:RUN DOXTS

H@O TF SEL=Z02 THEMWM EMD

610 IF SEL=07 THEMN DOS

GEOG TEHRP=TBP—QG6:XF TEBP{=G3F THEN GOTO S26

BAB LF TEP> =06 THEM DEP=O6:GOTO S60

H40 DBP=TEBP:GOTO S&6O

56 TRAP 948:G0SUB 11I0:PR=R:SP=Q3I:S5C=0I

B6EO ITF PR=OGF THEN 946

g7e 5 SCHEL:TF SCCLB THEN P

PEPEO A THEM SEL=QL

PR s SR =S P-r 0L o2 RGP KR0S S

SPML7 L6, SPRELZ) t GOTO 868
&GEHa ANMD PR=0F THEMN 403
EER-T < [P - R = Te TSR B 550G T R A

988 IF PEEKIQZ793 <>06 THEN 966

D910 GOSUE QZ6

<2 T PEEK CHZ2P2I =06 THIEM 926

DI GOSUE GZe:SC=0L: GOSUE L1368 GO0T0 S68

G40 POSITIOM (4,22 :727 #3006 ;" [@ = =

D56 IF PEEKIORZ?793 <P06 THEM 95

DEO GOSUE Q28:GOTO 103a

978 READ 01,02 ,03,04,06,07,.08,020,0279

SEHS DATAa &,2 .0, 4,6, ,8,1 0, 5%279

D8 DEM DS CLOEED PSS CZEY , 05 0203 LS CRay ,E S CE A B
S42) ,DO0TTS CLADY , MOCS €2 o LS = S00S5BS MR R« ©

1688 MCS = hob TR T 00T B e e O TRED I MRE YTt GRAOPHT
IH:GOSUE LS50 : CLOSE HEL: OPEM H0L, 6 . 0F , "0 3, 5600 3 % BG5S
1818 POSITTIOM 06,01 :? HEG; M E M U :POSTTO0K 7,077 306 TR
BREGTOR A R : 2 B06 ;LS POKE SHe .03 POKE 65,014

LEZe OGSy CRM G2, 006 3 7 HOE ; CREGDTMG FXLEY; s GOSUE L60: GOSUEs G2
(<]

1836 IF PEEK(RZ793=06 THEN 193a

1840 GOSUE 020 : GOTO 466

FRGL45 ) F
LEEB BUT=REEK CO2298 0 TF BUT =S OR BIT=07 THEM L6

LE70 RETURM

LES8 POKE S40, 20

18980 SSPEEK(S482 :XIF S5<>03 THEN SOUND 03 ,5EL 0L .02.5 02 :GOTO
18696




1166 SOUND 23 .03 .03, 03 :RETURN

1110 SOUND G, 162,02, 08: SOUND 0L,S51,12,08: POKE 0279 ,03:SOUND
02 ,0%,02,08:50UND 07 ,0L,02,08:POKE Q279,03

1126 FOR S=03F TO OQ7:50UMD 5,0 ,0T, 03 :HMEXT S:RETURM

11386 GRAPHICS 17:GO0S5UB 150:7 HOG6: 7 HOG6 [EXLE " EHT S ECHER-Y
CZOI:RETURN

1148 GROPHICS I 2 2 " THIS PROGRAM REDUIRES THAT BaSTC ;7
e A PROGRAMS HAVE WO FILE EXTEMTIONS .

1158 2 17 ¢ M BASTC PROGROMS MWMERE FOUMD OM'*:? o2 THIS O
LEKETTE . "2 1EMD

11668 GRAPHICS 18:GO0S5UE L1S6:7 HOG6: 7 HO6 @7 1‘41‘!6,‘." L HWaS uMasB
2 ORRCE 2 P kRS Foe LoD " EEDG o P G Y HEDOXT
ALAL70 FOR JMWH=198 TO Z55:S0UND QI , JM, 18, 08: SOUND 01, JHM—-Q2,168,0
EBINEHT JMH:SOUWDE OF,03, 03, 03 :S50HND 0L ,03F, 03, 03: TRAP 406860 :G0T
O 4060

FORMAT1

@ REM [FIGLTR#EY Cc2 1982 BY JERRY MHITE (DISK FORMATTING UTILI
TY AND TUTORIAL

LLNO CCURBSOR .

186 GRAPHICS O:SETCOLOR 2,8 ,0:POKE 82.2:POKE &3 ,39:POKE 21,1
©:POKE 7S2,1:7

26 2 L,CUFORMAT DISK OM DR.L' 2 72 FRESS START MHEMN R

anv."-GOTo “@a
E_CUR

ENT SGUHCCESSENE U EORMaN ST UTHEN /S

+L:? CHRSCLZSD) 2?2 17 12 1% \“FORMATTIHG DISK
TR TREFE ZEE s ML 294  FEL 8, 8, 0L s Y TR A B EE  REM

LS TORTAPORMG T THG]
S5 POKE 66,1:7 CHRS$S (2533 :POKE 66,6 :HEM [J G U THE E
LT ool L O D]

(%=1 URDISK FORMATTED :? 1POKE 77,0 :REM R SE0R" 0TS0
s
MO E

L 5 START TO FORMAT ANOTHER DISK*:? * PRESS OPTION
TO END THIS PROGRAM'

68 IF PEEK(SI2793=6 THEM 40:REM INSTANT REFLAOY.

98 IF PEEK(SI2793)=3 THEN 3I068:REM THAT'S nlL FOLKS

ER:T:- B R T B L HHA T CHA  HMaNT 2 PRESSA | BLT T
ER: BRSNS  THRGP  TO LINE Z86 WMo SET II‘HQTTH‘HT‘W‘THTIHW‘]

BLE. DISKS

ER- A NGO EORT BY I TOPPITNG UTHE U BREBK I KEY | TN IMOST CEaSES ]

ER S Y Ol MIGHT HAUE T0 BEMOVE THE DEISK_ THEN TIEN THE DEI]

UE GFEF & 08
268 7 CHRS C2ZSII 12 2 I WMasS UMAGBLE TO FORMAT THAT DISKETTE':
Ja Bal=Bal+L s FoF—L GOm0 P s ROE M VTN R S O T
X0 ? CHRSCLZS):? :7? F;' DISKS FORMATTED:? :? “UNABLE TO FO
RMAT *;BAD;' DISKLS53

FAO REM ENER TR M 0

DU THEN HaT i IEUR (T

[RESS Lo KE V]
w28 27 R W END OF PROGRAOM FORMATL :? 2 PRES

S aNY KEY FOR MEMWMU'": POKE 764,285
IJO AIF PEEKC(7643 =255 aAND PEEK(SIZT7II =7 THEHW
HT48 POKE 764,255 :RUN "D :MENL"




DISKLIST

@ REM [DFETVEER] 4-2/782 (c3 1982 by Jerry MWhite

116 GRAOPHICS B:POKE 752 ,1:5ETCOLOR 2,5,.08:DIM ASC40I ,DNS (483,
FECL102 ,B$S(48) :BSCLI) = " :BS (4RI =" ":BSC2I=B5 LI

126 2 |3 ¥ LR L N =

HJHMEIHHHIHr'=. s I I

122 FOR ME=ILS TO 8 STEP —0.2:50UMD 6,516,122, ME:NEXRT ME

1ZT0 7 “"143This proaram will print a diskette'

i4e 2 ? Udirectory that may bhe attached to a'

LEe 7 P sk ja ke, Tnsert gour diskette,:FOR ME=LS TO
6 STER —6.2:S0UND 6, 162,12, ME: HNEXT ME

LEG 7 JPOKE PEZ,.8:7 “then type the drive number*::TRAP 128:I
MPUT DM: TRAF 48000

18O 27 KIS ETYPE a6 HEADING IDENTIFICATION LINE4+":INPUT DHS
See R FS CLENMEFSI A SSTRS DM PSS CLEMCF S 440 =0 13, W CLOSE
FL: TRAF GEB8:0PEN HL1.6,0,FS$

Ze2 TRAOF 1000:CLOSE H2:0PEM H2,8,6,"P:":TRAP 40000:7 “"Kiidid

TR R S RO : PO KE S 2, L e e

ZE4 LDNSLEMNMIDNSI :IF LDN=0 OGR LDN>»Z3Z THEN 268

Z2EE TRAP Z206: JM=EHMT A48~ LDMI /22 :PRINT B2 ;BS (L, JM+L) ;DHS: TRAP
A06H0 : GOTO 218

268 PRINT H2;°* O DNS

216 PREINT #5327 2 FILE EXT SEC FILE EXRT SEC'™:?

TR PG CHL P SETCOLOR &4, 8, 8: THMPUT BL, A% TF LEMOASI S O
Fo.ERD ROEE"Y THE M (5]

A Yead 0Dl SETCOLOR 4,0, 8: INPUT 21, a%:TF LENLAS

MR R D SO RRETED Y W HE M S

2 A Y eE s GT ‘2?‘621
. wa [

FCALL.E2 ;" FREE BLOCKS GUalLaBLE . ":F

RIHT 2 MERT CLOSE 2

FOKA RS S I SETCOLOR 2. 15,657 LENDBLOE L JO0B DISKLIST]
2 g ¢ PRESS [[TERRGI] FOR MEMUS

2 g@ e PRESS ENETNE TOo RERUN

IF PEEKLSIZ?923=6 THEMW RUW

IF FPEEKCSIZ792=F THEN 2 "K' :? 12 ,“L0ADING MENU. .. ':TRAP
DRUN D MERLC

GOTO Iaa

Sae 7 UFad b4 M R N
B:MERT ME

si@ 7 o7 FLEASE XTHSERT A DISKETTE TWTO':? 92 DRHIVE O
" MHTCH COMTATNS THE:» ;2 MEMI PROGR M.,

SEE 7 4 R 5 L Y = =) F ]

: LF PEEKCSEZ792=6 THEM TRAF SO06:RUM D MEMUO

SeAB GOOTD S

GO TRAF 4866807 "4 ddd [

RO TERCAGNEECTUR c FOR MES=L TO 28

(LM AT L READ LT E S RE T E L R
B ME=L TO S86:WMEKT ME:RUN
Lenae P R b WO PRTIMTER TS5M*T RESGY 2 32 PRES

S FERAYTEN MHEM READY . . .°
LB10 KF PEEKC(SIZ79232<>6 THEM L
1828 GOTO 2682

AUTOBOOT

AL REM ORI
i te

LLG DEIM GS CL282 . FHNS (L4 tFNS=UDL: AUTORUN. SY5:GOTO 280

126 FOR ME=L TO S8:READ TT:PUT L, LT :MEHT ME: RETURM

i3I8 FOR A T Ze:REaAD ITT:PUT H1L.XT:HEHXKT ME:R RN

146 FOR XT=1 T LZT:HREAD> D:IF L=6Hd4 THEM PUHT @1 . LENCAS) —1L:GOTO
166

AW oD R T

LT ORI L S5 S X

o) Ae8EE Jerryg M




1S58 PUT BL,.D

166 NMEHT T

178 FOR IT=LENCAS) TO L STEP —1:PUT #H1,ASCCASCI,XI3) :NEXRT I
LER FUT ML, 2S5 :PUT HL, 2SS :PUT 1,226 :PUT #3141, 2:PUT 81 ,227:PUT
BEL , Z i PUT O EAL .8 PUT L, 6

19 ? 7?7 ** CLOSIMNG CLFNSICLOSE BL:POKE 82,2:POKE 8% ,X9:7 :P
OKE 752 ,6:END

a8 DaTaA 25%,25%,8,6,5.6,169 ,148,141,197.,.2,96,255,255,226,2,
EZT LR, 6

@18 DaTa 255 ,28%,6,56,75,56,169,86,141,868,3F,162,1,141.1,3,169
JEZT LA ,2, T L6964 ,1440,3F,3F,169,5,1L41,6

Z2Ze pPATA F,141,5.3,169,68,141.4,.3,141,2,3F,141,16,3F,141,11,3.,1
69,12, 441 ,8,FX,32,89,228,16,1,96,162

22X DaTd 11,189 ,8,.5,157,0,3%F,282,16,247,32,89,228,48,6,32,6,5
»1LO8, 12,8 ,96,226 ,2,227,2,8,56

“d4e DAaTa LEeZ, 6,189 ,26,3,260L 69,248,595 , 232,232,232 ,208,244,232
142,085 ,6,189,26,F,133F,285,169,187,157,26,3F,232,189

2568 DavTha 26,3 ,13IF,206,169 ,6,157,26,F,1686,6,162,16,177,205,15
187 ,.6,26808,202,208,247 ,169,67,141L,111,6,169,6,.141

AEe DaTE L1, B, L6904l L6066 ,6,96,L72,186,6,48,9,185,123,6,
P LBBE L, B, 168 ,1,96,138,72,174,105,6,165,2085, 157

DeTe 26, ,232 165,266 157 ,26,3F,1.04, 078,162, 155,166,141 ,96.,
.B,68,.6,6.6,0,6,.,,0,6,6,68,76.,6,8,98

GRAOAPHICS @:POKE 716,144 :P0KE 82, 1:PO0KE 83,38 :FPO0KE 261,18

' 5 UTORUN.SYS CREGTE 'PROGROM FOR _ BasSTCH
a29ae T, [EERRETERE) B RIP Do ED | S
(I, 5 R
HT@ae 7 17 ' BOOT INTERFACE (¥ or M2?9;: :GOSUEB I68
Fre 7 opcr v [ETREEEMCTEETIER c 7 c THMPUT aS i POKE 752, 1
T2 T 7?7 OPENING ;FNS:CLOSE BL:0PEN H1,8,8,FNS$S:? :? ' CR

EaTINIG " FNS

FIIe IF BOOTHSE THENM FRESTORE 2Z280:G05UEB 13I8 RESTORE 2Z160:G6G05U8
LZa : GOTo EEye]

F4H RESTORE 2Z80:GO05U8B 136

ISH PUT BL.25S:PUT HL,ZSS:PUT HL,8:PUT H1 ,6:L-12FXFLENCASY —1:
FUT HSL,.L:PUT BL,.6: RESTORE 2Z48:G0TO 149

Fee FPOKE 764,255

Wa X PEEK CPBAN =FSS THEM 76

A8 AF PEEKIPEA? =4F THEMN 7 "YW IBIHOTHSO=L:POKE 764 255 :RETURMN

HE9Q AF PEEKC(Z7643 =% THEMN 2 "W :BO00THSG=-0: POKE 764,255 :RETURH

408 2 P :? PLEASE TYPE ¥ OR HN7?7'"; :GOTOD 366
588 7 “fH4d T MHAS UMABLE TO OPEN AUTORUN.SYS':GOTO 960

6O 7 Hed ERRBOKR MHILE MWMRITING AUVORUN. SS9

9688 7 :? L,ERROR NUMBER *"';PEEKCL95) :POKE 201,8:7 :? ,“PRESS
GEEREA) TO RERUMW':? ,"“"PRESS ENIFRNE FOR DOSY;

2168 IF PEEK(SIZ723=3 THEM RUN

228 XF PEEKCSXZ793=6 THEN CLOSE HL:DODS

FEQ GOTO 918

INSFECT

“@e REM FEGISEN o2 1982 Jerry Mhite (3 128210
LEe GOTO 948

QY S ECTOR tCHaRGCTER FY

ERCE T

B:LF SECSCH.HD) CHRS CASSI THEM 7 ¢ Y :GDTO 178

B REM e [P WU MR et

Fen  REM



#1686 FOR H=A TD B:EBYTEZASCISECS K . M2 : HE=ZINT(BY TE 163 +1 : HEX=8B
YTE—LGRMCHH—13 +1 :HEHS €1, 13 =HEHKS TRS CHH , HH)

2260 HEHS (4,42 THEHSTRS CHEX , HEXY : 2 HEH®HS; :NEHT H:RETURN

238 REM

R AL N E HOMINE DEIRECTORY. L E L R

EEE RE M

260 POKE 764,255 :POKE &% ,2 17 S o oS0 WEE e Smumsemn =5 5wy ¢

L 2FOR LOGOP=L T S POKE 778, L84 00F  TO=USHR CabR ¢

QR EMTRY=L T &S:5TaTES PHEUEMNMTRYSLE— LS, EMTEYELEG L4k » XF

ZEe
GUTATIES = e THEM X4

Eee LF STaTES CL, L3 =" THEN 2 ' “;:GDTO F26

FTOE LOCK=ASCLSTATES €L, 422 tLOCK=LOCK -ENT OLOCK /642 @64 : TF LOCK>
=I2 THEM 2 YL "t GOTD 32

10 2 = S |

HZO ? HWHCLOOP LI FEMTRY ;P SECS CEMTRY®IG—10 . ENMTRYHELED ;b
FIO ? HASCLSECSEMTRY®1L6-1L2) 3 +256HASCESECSCENTRY X LE—LLX2 o
MESCCSECS ENTRYH LG - 1LAd 3 F256HA5CCSECS CENTRY®ELE— LI 2

F40 HWNEHT ENTRY:MEHT LOOP:GOTO 756

FTGHO REM

FTEHO REM e [ SR

SUE G20 POKE &2, 0
CHINUM:? TO=USROCADR CCTOS) 2

4.1.6 o O THEM GOSUE LS

S e = N = WA

40 P 2 oo
[ e A

440 7 THEM GOSUEB LS0:GOTO 468

A58 GOSUB 210

4668 T 1P 1?17 O]

R A R R ST CGR A

4 e Sk TrrBEES I B=96 X e s ]

2
488 GOSUEB 216
4 Se 7

12 3 3%

e = LR = S 9? Ek= _IZB II' = WHE M FUJLIB ASE D GOTO Sd40
Gk SoE 2

PO ROE e, s ERL B kR K

IR B

TR EETE I
¥ E Y
FONKE PE4 RS TRAPF SE&@ P s g9 E:
THPUT uafn;-rlLfs OCRIVES :FILES CLEMCFTLESY +13
596 THOF GI8:CLOSE SL:OPEM L, 4.0, FILES : COUMNT
E 281 .10:POKE #$2.3:POKE 83,39 G L
GEHO POKE 728%.L:PO0KE 266 .0:7 fIROKE FEE6 K7 IR W RN R T TR

TER FLLEMaME " @
H50E R S
SR SCOUNT =8 FPOK

TCOMNT=COUNT L SCOUNMT=SCOMT &1 HK
b s o W] HEH—UVI’L AEH CHH LY+ : HEHS €14 DO HE RS T RS G, B

6268 HEMS (4,42 SHEHSTRS CHEM , HEXK 2 O I COUMNT  BYTE CHERS €L, 13 ; HE
P CA , 4D ;2 AF BYTEZLSS THEM BYT
63a 2 v CHRS CBY TE?
LSO S N S N e A THVE M GOCSANE L2k o SO T s s T S e
658 GOTO 66

oG ey IR M

TN CEY TE~16

L= < ] W W
i & e
G ek SRR P EE R C LS D BRI LG N HE M P W E M O

F FIL 7 GOSUE 7S50 : Rl

e f ERRBGRLZE THEM 2 0% L FILLE NOT FOmMo:e s 0% s GOTi 756
¥ia ."ERRUR LERBOR: Y ol LINE Y““IPEEK L6 FPEEK IR FIHESS
- S | ik PSS

s |




PEG REM e FREEGT
748 REM

YL H AL TS

=3

FEe IF FPEEK(7643 =255 THEN 760

FPB OIF FLAG THEN RETURM

7HO POKE 764 ,255:G0T0 1849

796 REM

LU LR S T NPT SECTOR . NUMBER & F{
618 REM

MG TEE .3

FEE POSTTIOM 7,23 :7 EETESEEETRMCOESOMGEECOGARICE : : POKE 764,25

$ze TRaPr gzea:? @12 TYPE SECTOR MUMBER [FENDLI ; : ITMPUT NUHM

rTRAP 40086
BIO NUM=IHNT CHUMI : TF MUM{L OR WNUM> 726 THEM 2 37 ,°
IWEEFL " GOTOo &2

LR AR T Y EE L L FOR  CHOROCTE
L

G568 LaASTHEYSPEEK (7643 1 IF LASTHKEY=ZZSS THEM 85
BEE LF LASTHKEY=IL THEN
G760 IF LASTHEY=3I8 THEM
BEHEE T 1 GOTO &40

G208 POKE 778, NUM—INT(HUMS 256D %256
SEHE POKE 779, INTONUMSZ562 : RETURKN
D16 REM
D20 REM
DTB REM

R X

A LS E T RN

(R HE

TPOKE V64,2

D48 DIM CIODS LS, SECS CLZ28Y ,5TATES (2D ,HEXS (SD ,HEXSTRS L1622 : CIOS

Zanpy Gt
GHE HEHS=‘" 3¢ 4+ :HEHSTRS-QGL2TIASEG783920BCDEF"

SEG DEM DRIOVES CIX JUSERSOLZ2 , FILES CLS3 @ DRIVE R ED B

970 POKE 772, 0DRISECS) —ITHTIADRCSECS? /2563256 :REM LOKW BYTE

CGH BT

SHG POKE 77X, TNTOADR CSECSED <2560 @
@S98 POKE 769%.,1:REM DRIVE 1

1LB86 POKE 7768 ,82:REM READ SECTOR (&7 =MRT
1618 REM

B2 REM xR
16838 REM

Em

GECT R

=)

1848 GRAOPHICS @@ POKE 71408, i44 0 POKE 28il,2:P0KE PS2, 1 :P0KE &2, 32

IFOKE 83X ,3%:FLaG=a:POKE 7i6,a

LESE T 1T,y 5
1LBE68 7 L] DISK ITMSPECTOR |

1Leze F ek 3

rLeEs ? o2 o "R POV MLV EYES E E L
1G98 F 17 iz EHAMIME DIRECTORY'
1Liee ? 7 EMaMIME TOR
1i1e ? 1% EHOMIME FILE®

Ldlza 2 7 Lttd= RUM O MEMDC

1130 POKE 764,255 :SECSCL) =" "“":1SECS L2283 = " SECS {22 =SECS CL)

1148 LASTHEYSPEEK (7642 1 XF LASTHKEY ZRZ2S5S THEM 13146
11586 IF LaSTHEY=3I1L THEWN 248

Al1ee KF LaSTHEY=ZIB THEN I6&60

live IF LasSTHE THEN POKE 7SZ,.0:6G0T0O SE6

1188 TF LaSTHE : THEM POKE 2L, 16 GRaPHI oo PO E
4 764, 29% 1 S PP D D MG RRE N 5 LN T ME ML

5 0T i
W E v
IR D e
R E M
POSTTEOM 5,23%:7 i o
ILF FPEEMKISIZIZ?2I=3F THEM
IF PEERUSEIZIZ79 6 THEM
GOTO L2483

WEZ L0




SFPFEEDCHECK

@ REM [MEOUWSER] 4 2% 82

L6880 GRAPHICS 8:POKE S59,.08:F0R IL=8 TO 7Z:REaAD a:POKE ASIE+I, A
MEHT T:POKE 716,0:PO0KE 82,1:PO0KE 261,16

ize 2 'wrepr , O0f Moo= N R Y == S W e -
] I'': POKE S59,34:P0KE 752Z,8

158 7 444 PTEST MWHICH DRIVE HWUMBER";:: TRAP 156:
aP 48068680

B

PLUT DRIVE: TR

1LEB DPRIVE-SINMTDRIVED : TF DRIVEC{L OR DRIVE>4 THEWN 7 17 ENT
ERf DRIVE HMUMBER L, 2, T, OR 4" :G0TO 1956
188 POKE 7S2,HL:% 1% TESTILNG 16868 DIESK REWVIDLWETICODMS 2 17

. THIS SHOQULD TakKE APPROK. 22 SECONDS™;
a8 POKE L1618, DRIVE:HM=USRHRILSIG tAa=PEEK CLELLY tB=PEEK CLGLED @ MI
M=(ZSEXB+Al) 368068 : RPM=INT{L88 " MEM-Fa .52

2ze 7 o a2 U pERETRPMIIF RPM> 284 aMD RPMCZ2L THEM % % ' p
DRIVE SPEED IS O.K.":POKE 71@,17&:G0T0 258

HEB POKE 716 ,66:ITF RPMZES THEM 2 1% “PDRIVE SPEED X5 TOO 5L

QR GOTO Z568

d4wm F 1T UPRPRIVE SPEED LS TOOD FasTér

#2568 T 17 UPRESS [CGEEEL] FOR MENU OR ERIETGEl TO RERUM;

Fed ITF PEEMISIZ?91 =G THEM L2

50 IF PEEKISI2793 =3 THEMN POKE S2,2:7 "“Ke:? . LOADING MERKU'"
RN D MEMLCY

4868 GOTO IO

Se8 REM DATA FOR MACHINE LANGUAGE ROUTIME

16668 DaTa 184,169 ,1,1410,16,3%,169,8

1ELe DAaTd 140,00 ,3,140,4,3,1L69,5

1828 DT L4L0,5,F,L735,74,6,140,1

LEBTE DaTéa F,L169,82,141,2,3,1469,5

Le4n DATE L1440 ,73,6,32,83,228,206, 73

LBSe DATAa 6,208, 246, 169,108,141, 7T,6

1BED DAaTHd 169,68 ,133F,19,13%,20,32,83

1G78 DaTéd 226,286, 73,6, 208,248, 165, 26

LB DaTd 164, L9 ,1410,75,6,148, 76,6, 96

>ae8 REM

FEHLB REM THIS IS5 & MODIFIED VERSION OF THE RPMTEST PROGRAM O
RIGINAaLLY PUBLITISHED

2@2Z6 REM IN THE May L2282 ISSUE OF COMPUTE! MAGAZIMNE.

2830 REM MWE MISH TD THAaMK BOB CHRISTIAMSEM FOR HIS5 PERMISSIO
M OTO EMCLUDE THIS

2848 REM PROGRAM A5 PART OF THIS TUTORIALAUTILITY PACKAGE .

DISKFILES

B REM FILES €(c2 1981 by errag Wi te
1 REM ATARI DISKFILE TUTORIAL DEMO
Z REM

188 DPYXM DPRIVESCI? ,FILES (12 ,DRIVEFILES C1'52 +RECORDS {102 . ANSHE
FE LD

118 DIM SECTORC282 ,BYTE (202 ,DIRECTORYS (283 : REM DIMENSION STR
INGS AND AaRRAYS

111 REM

128 GRAPHICS @8:POKE 82 ,2:P0KE B3 ,3I92:REM CLEAR SCREEN aND SET
MARGIXNS

1¥e POKE 2Z81,S:SETCOLOR 2,1 ,8:REM SET PRINT TaAB MWIDTH TG S 5
PACES AMD> COLOR

148 27 17 “TYPE OPTION WUMBER THEN PRESS RETURMN®

158 2 7 L"ILl? CREATE a DISK FILE'":REM GOTO 1888
A68 2 7 L0232 REaD A DISK FILE'":REM GOTO 20609

i7e 2 % LY“L3I2 ADDk T A DISK FILE*:REM GOTO X88d
188 7 :1? L,""C4) UPDATE A DISK FILE":REM GOTO 48868

L2@ 27 :1? L, ES) PISPLAY DISK DIRECTORY' :REM GOTO S888
Zea ? 17 L"E63 RUW MENU‘“:REM GOTO 9140

Zie 2?7 7 L"“"YOUR CHOXCE*''; :GOSUB 78806

Z2Z8 TRAP G88Q:LINEZ1Z8:HIGHHUMBER=-G6 ! NUMBER=UVAL CANSMERS2
2X@ IF WHUMBER<KL OR NUMBER>G THEM GOYO S088
Z48 OMN MNUMBER GODTO 1606€,2000,3008,48088, Sa88,9148



258 REM
LINE=G1088:G0SUB 7188 TRAF 9188 :GRAPHICS 8:SETCOLOR 2,4,

i1e8n
@
1eie
1eze
iaze
1Le40
1850
1868
i1evea
18880
1690
1180
1118
ze88
@:7
zO10
zeze
z2e3n
ze40
Zosa
za680
za7o
ze006
a
‘ze10
zezo
Ie30
Te40
z8s56
To68
Ta7e

CHOSE H#1:0PEN 21 ,.8,.08 DRIVEFILES

P o+ “CREATING "“";DRIVEFILES:? :RECORDS="'12IT4%5678928'
FOR DEMO=L1L TO 1@

* 1 RECORDS

FOMWRITING RECORD MUMbBER ) DEMO

HT DEMO

il RECORD DEMO FILILE CREGTED'

? 17 “CLOSIHG “";DRIVEFILES

CLOSE #FL

GOTO 6188

REM

LINE=6188: :05UB 7180 : TRAP 210@:GRAPHIC B8 SETCOLOGR
S

CLOSE HZ:0PEN 3112, 4%, 8  DRIVEFTLES " RECMISM=E : LINE=G6 186
IHPUYT 32  RECORDS

IR 2 O AL A R o I M

?URECORD NUMBER ‘I RECHNLUM;

7 L RECDRDS

GOTO Zzeze

REM

LIRNE=Z2888 ::05UB8 7188 :TRAP 916868 :GRAPHICS & SEVCOLDIR

CLOSE #F:0DPEN B3I, 2,08, DRIVEFILES

GRAPHICS @:7 7 ,abDb KRECORDPLSY ROUTIME "

?orT L UEMTER 18 CHaRACER RECORD"

oo L, DR JUST PRESS RETURKM TO EHXTY:? 1GO5UB G880
RECLENSLENIRECORDS?2 1 IF RECLEM=® THEMN X280

IF RECLEN=I18 THEM X830
FOR BLAMK-ZRECLENRSTIL TOo L@

ECORDES CLENCRECORDS ) + 4Lk =

HT BLANK

Fasa
Tiee
FTiie
IT1LZO
138
Ti48
TzZzea
ITzie
468680
- B

A4 613
“aza
4638
46848
4856
4868
4878
4080
41a0
4110
G 1Za
4130
d414a
4156
4280
4216
4Zz8
4230
4248
T a

4258
4268
42786
4286
4298

PRINT Y RECORDS

? 3T UPRESS S5TART TOo ENTER ANMOTHER RECORD
Fooi? O UPRESS OPTION FOR OTHER OPTIXONS. . .";
IF PEEKI{SIZ?722=6 THEH 3IBZ8

IF PEEKCSIZ2722=3F THEN I288

GOTO ITizZze

wx

tHE

?o3? 1?7 LADDING RECDRDISI T DISK'":CLOSE #®#I:60T0 12a

REM
LINE=4188::05%UB 7i1i80:TRAP 218080 :GRAFPHICS 6:5ETCOLOR

CLOSE #14 : QPEN 4, 12,8, DRIVEFILES I LINE=-416883
oo, VUCREATEING TNDEX' :RECNUM=G

HOTE H4, SECTOR, BYVE

FIE O LM RO e

GECTOR CRECHMUM2 ECTOR: BYTE CRECNLUIMY =B3Y% TE

INFPUT 4, RECORDS % " RECODRD ““;RECNUM, RECORDS
T LMSECTOR=""} 3ECTOR, “"BYTE=";BYTE

7 1 GOTO 4836

R A R O -

CIPRESS STaART TO UPDATE A RECORDY

ForT O MPRESS OPTION FOR OTVTHER OGP TILOGKMS";

IF PEEK(SI2Z792>»=6 THEMN 4268

IF PEEK{(SIZ723I=3F THEN CLOSE IB4:G07T0O0 12

GOTO 4138

GRAPHICS @:REM RAMDOM ACCESS RECORD UPDPATE ROUTIWE
727 ,UDISKFILE CONTAINS ““; RECNUM; " RECORDS"
For? MENTER RECORD WUMBER TO0 BE UPDATED
TRAa4P 4ZZ@: IHRHPUT UPDATE:: TRAP 4688688

s

A8

UPDATESIHNT CUPDATEY : IF UPDAGTECL OR UMPDATE>RECHMUM THEMN 42

POXNT i34, SECTORCUPDATE? ,BYTEXUPDPATED2

IMPUT 4, RECORDS 7 :7 RECORDS

? 17 WENTER MNEM RECORD HU;UPDPATE; :INPUT RECORDS
RECLEN=LEMI(RECORDS2 : TF RECLEW=18 THEN 4388

FOR BLANK-RECILEM+I1 TO 18:RECORDSCLENCRECORDS2 +12 ="

T BLAMK

4FT08 POINT 14, SECTORCUPDATE?  BYTECUPDATE2

4310 PRINT #td4d ; RECORDS 1% 7 ,""“RECORD Ha5 BEEN UWPDATEDY
4326 GOTO 41186



4338 NREM

S888 GRAPHICS B:POKE 752 ,1:5ETCOL
e LXSK DIRECTORY":? 1TRaAP 9188
S8113 CILOSE HS:OPEM 5.6 ,0," D ix, ' REM QPEN DIS5K DIRECTORY FO
R alLlL ENTRXIES

58268 LINE-6108@

ST INPLUT 75, DIRECTORYS

5848 ? L DIRECTORYS

858 GOToe Seze

5868 REM

EOBE RECORDS=': POKE 764,255 :REM RECORD STRING AND LAST KEY
PRESSED=NUL L

6818 CMPUT RECORDS :RETURN

c6eze REM
6l88 FOR FYILE
ES

Giie POKE 281 ,5:% % LPRESS RETURM FOR OPTIXOMS";

6128 GOSUB 7388 :G0TO 1Z28:REM PaUSE TO REMAD SCREEN THEK GO TO
GPTIONHS
6138 REM
7008 ANSHERS=
RACTER INPUT
vai1Le REM
7188 GRAPHICS @ :5ETCOLOR 2,8, @&:REM DRIVE HNHUMBER aND FILENAME
INPUT ROUTINE

Fiie ? 1?7 "TYPE DISK DRIVE MNUMBER (143" :H
Taa

128 LINE=7118:TRAP B0068: NUMBER-VAL (AMSHERS? : TRAP 2188
718 IF HWUMBERKL OR WUMBER»>»4 YTHEW S808

7148 DRIVES=ZVD'IDRIVES CLENC(DRIVES) +12 ZANSMERS

7158 DRYIVES(LENCDRIVES2 +132:='
Fzea 7 7 “TYPE FILE KRAME" ; :INPUT FILES:XIF LENC(FILES2=8 THEN
7Z86

7218 DRIVEFILES=ZDRIWES

7228 DRIVEFILES(LEN(DRIVEFILES) +1L3 =FELES :RETURN

TEZIB IREM
Geag v o F YR
ERROR ROUTINE

88160 GOSUEB 2888 :G0TO LINE:REM GO BaACK TO LINE NUMBER C(LXNEX>
Seee 7 CHRSUCZS5SI2 :REM RING ERROR BELL

@183 FOR COUWT=1 TO IO :NEKT COUNT:RETURHK

Daze REM

231868 POKE 752Z2,8:XF PEEK(192S52=13I6 THENW GOTDO LINE:REM ERROR Wa
S END OF FIXLE

2118 REM DISPLAY ERROR NUMBER AND LINE AT MWHICH ERROR OQCCURR
ED THEMN END

@iz@ 7 :7F Y OERROR “IPEEKILSS52 ;' af LINE " PEEKC{I86)+PEEK 187
IHZS6

P1IB LIST PEEK (L6 FPEEK CLB?IH2Z2SE6:GOSUEBE 800

9148 TRAP 490880 ::GRAPHICS B:1POKE 764,255 P0OKE 792, 1:POKE Zai,
ie

2158 7 1?7 LML OADING MENU'': RUN "D MEMNL"

¥ 2,42 ,8:FOKE 2e1L,8:7% 7

A TR S COLOSE ®BEFXL NEXRT FXLE:REM CLOSE ALl FIL

TPOKE 764,

IRPUT ANSMERS i RETURM :REM 1 CHA

GHHUMBER=4: G05UB

E TYPE o MUMBRER FROM-1 THRU "' HIGCHMUMBER I o™



Don'’t forget to ask for my other lessons teaching you about all
of the great GRAPHICS and SOUND tricks that the ATARI
computers can do-the TRICKY TUTORIALS™ for 16K:

#1 —
#2 —

#3 —

#4 —

#5 —

#6 —

#7 —

DISPLAY LISTS (many Graphics Modes at the same time!)
SCROLLING (move your Graphics and text around
smoothly)

PAGE FLIPPING (a professional looking way to redraw
many screens of text or graphics)

BASICS OF ANIMATION (a beginner’s lesson in moving
shapes around the screen)

PLAYER MISSILE GRAPHICS (Learn to write a PACMAN™
type game of your own!)

SOUND AND MUSIC (from single notes & chords to songs
& special effects, | explain all)

DISK UTILITIES (Utility programs to help you use your disk
drives (32K)

#8 & 9 Coming soon to a blackboard near you!

THE PROFES50R
KNOwsS WHAT

HE 1S TALKINGE




HELLO STUDENTS! T AM
PROFESSOR VON CHIP! I AM BRINGING
YOou THIS TUTORIAL “TO HELP MAKE THAT
810 DISK DRIVE YoU HAVE A LITTLE FRIENDLIEI
=10 USE. 1 KNOW HOW HARD IT 15 TO WRITE
YOUR OWN UTILITIES FOR THE DARN
THING, SINCE IT TOOK ME YEARS TO
WRITE THESE PROGRAMS (32K REQUIRED

Here are the utilities on this disk:

1) A MENU program to tell you what Is on each disk, and
allow you to run the program of your choice at the
touch of a button.

2) A FORMAT utility that allows you to format your
disks with the touch of a single button (sound

familiar? | |ike buttons).

3) Would you Iike a Ilisting of the contents of each
disk? |If you have a printer, or can borrow one,
that Is exactly what you will get with DISKLIST.
Tape the listing to each jacket cover and you are
all set.

4) With AUTOBOOT, your disks will run themselves when
you turn on the computer. You simpily give the
computer a |ist of instructions to follow when It
fillns T EUns.

5) INSPECT will make you as smart as a Professor!

You can look at any place on your disks and see
what is written there.

6) Finally | give you DISKFILE, a small tutorial on
writing and reading Information to a disk.
Perfect for those of you who want to really
understand the mysteries of DISKOLOGY (one of
my favorlte sub jects)!

7) A bonus! My Robot, Prototype, has Improved a
recent program published In COMPUTE! (of course
| asked first). SPEEDCHECK will help you be
sure your drive Is running at the right speed.
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